

WHAT IS CLAIMED IS: 
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(b* ") 1- A wireless conftol unit for a video game system having a console, 
comprising: 

a controller having at least bhe user operable switch and wireless transmitter 
circuitry for transmitting game information, including auto activate start information; 
and 

a console interface having wireless receiver circuitry for receiving the game 
information, including the auto activate start information, from the controller and for 
modifying the game information so that an activate Signal is continuously sent from 
the console interface to the console and at least one object in a game being played 
with the video game system is continuously activated. 
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2. The wireless control unit according to claim 1 , wherein the controller has 
a housing with a control section, left and right side handles extending from the control 
section and a center handle extending from the control section between the left and 
right side handles. 



^qjL 3. The wireless control unit according to claim 1^/here in the controller 

^ includes a sleep function such thaX^J^frth^^Tle^sTone operational switch is 



inactive for a predetermined period of time power to internal circuitry in the controller 
:urned off. 
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4. The wireless control unit according to claim 1 , wherein the controller 
transmits the game information at a predefined frequency. 



5. The wireless control unit according to claim 1 , wherein the at least one 
object comprises a weapon and the^w^apon continuously fires when the auto activate 
5 l start information is transmitted from the, controller. 
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7-"? 6. A wireless control unit for a video game system, comprising: 

a controller having at least one user operable switch and wireless transmitter 
circuitry for transmitting game information, including auto activate start information; 
and 

a console interface having wireless\receiver circuitry for receiving the game 
information, including the auto activate startViformation, from the controller and for 
modifying the game information so that when the auto activate start information is 
received an activate signal is continuously sent from the console interface to the 
console and at least one object in a game being played with the video game system 
is continuously activated, and a connection port for receiving a memory cartridge for 
storing game information. 
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7. The wireless control unit accoj^iDa4o-i?taTrTn5rwherein the controller 
ncludes a sleep functioj^eatTrthat when the at least one operational switch is 
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inactive fora£re^ietefnTifiedperiod of time power to internal circuitry in the controller 
is turned off. 



8. The wireless control unit according to claim 6, wherein the controller has 
a housing with a control section, left\and right side handles extending from the control 
section and a center handle extending \om the Control section between the left and 
right side handles. 
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9. The wireless control unit according tcvdaim 6, wherein the controller 
transmits the game information at a predefined frequency. 



10. The wireless conVol unit according to claim 6, wherein the at least one 

nd thetSf 



object comprises a weapon and the^weapon continuously fires when the auto activate 
start information is transmitted from the controller. 



S^^b 1 1 - A wireless controKunit for a video game system comprising: 

a plurality of controllers each having at least one user operable switch and 
wireless transmitter circuitry for transmitting game information, including auto activate 
15 start information; and 

at least one console interface having wireless receiver circuitry for receiving 
the game information, including the auto activate, start information, from each of the 
plurality of controllers and for selectively modifying\the game information from each 
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controller so that when the auto activate start information is received an activate 
signal is continuously sent from the console interface to the console and at least one 
ob ject in a game being played with the ^ideo game system is continuously activated. 

12. The wireless control unitv according to claim 11, wherein the at least one 
5 object comprises a weapon and the weap^^continuously fires when the auto activate 
start information is transmitted from at least one of the plurality of controllers. 



13. The wireless control unit according to claim 11, wherein the at least one 
console interface comprises a plurality of console interfaces and wherein one console 
interface corresponds to one o\said plurality of controllers, and wherein each console 
10 interface includes wireless receivehcircuitry for receiving the game information, 

including the auto activate start information, from the corresponding controller and for 
selectively modifying the game information^so that when the auto activate start 
information is received an activate signal is continuously sent from the console 
interface to the console and at least one object in"a game being played with the video 
15 game system controlled by the corresponding controller is continuously activated. 
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14. The wireless control unit according to claim 11, wherein eachcojTtroNej, 
includes a sleep function that operates such thatj^errtlle^atleast one operational 
switch is inactive for a predetermined period of time power to internal circuitry in the 
controller Js-tiJfried off. 
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C ^yA}-^ ^ 15 A wireless^control unit for a video game system comprising: 

a plurality of controller each having at least one user operable switch and 
wireless transmitter circuitry for ^Transmitting game information, including auto activate 
start information; and 

5 at least one console interface ha\ing wireless receiver circuitry for receiving 

the game information, including the auto activate start information, from each of the 
plurality of controllers and for selectively modifying the game information from each 
controller so that when the auto activate start information is received an activate 
signal is continuously sent from the console interface 10 the console and at least one 
10 object in a game being played with the video game system is continuously activated, 
% and at least one connection port to receive at least one memory cartridge for storing 

n \ 

jg game information associated with a game being played with each^ controller. 

m ======================= ___=_ 



c5z^ \ 16- The wireless control unit according^o^cla^^ 

includes a sleep function that qpefatessuch that when the at least one operational 



15 




switch is inactiye-fcn^a predetermined period of time, power to internal circuitry in the 
ler is turned off. 



17. The wireless control unit^according to claim 15, wherein each controller 
transmits the game information at diffe\e\it predefined frequencies, and the wireless 
receiver circuitry can be configured to\eceive each different frequency. 
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18. The wireless control unit according to claim 15, wherein the at least one 
console interface comprises a plurality of console interfaces and wherein one console 
interface corresponds to oneof said plurality of controllers, and wherein each console 
interface includes wireless receiver circuitrypfQC receiving the game information, 
including the auto activate start information, frbm the corresponding controller and for 
selectively modifying the game information so 

information is received an activate signal ikcontinuously sent from the console 
interface to the console and at least one objec\in a game being played with the video 
game system controlled by the corresponding con^pller is continuously activated, and 
a single connection port for receiving a memory cartridge for storing game information 
associated with a game being played with the corresponding controller. 



that when the auto activate start 



19. The wireless control unit according to claim 15, wherein the at least one 
object comprises a weapon and the we^roji continuously fires when the auto activate 
start information is transmitted from theViontroller. 



lEQub-fo^O 20. A wireless controKunit comprising: 

a controller having at least one user operable switch, wireless transmitter 
circuitry for transmitting game information, including auto activate start information, 
and wireless receiver circuitry for receivincKcontroller information; and 

a console interface having wireless receiver circuitry for receiving the game 
20 information, including the auto activate start information, from the controller and for 
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modifying the game information soNthat an activate signal is continuously sent from 
the console interface to the console afod at least one object in a game being played 
with the video game system is continuously activated, and wireless transmitter 
circuitry for transmitting controller information to the controller. 



i 

The wireless control unit according to claim 20, wherein the console 
interface further comprises a connection port for receiving a memory cartridge for 
storing game information. 

f P If 

7^.. The wireless control unit according to claim^O, wherein the controller 
further comprises a connection port for receiving a peripheral device. 



// 
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The wireless control unit according to claim -3©^ wherein the peripheral 
device comprises a memory cartridge for storing game information. 



24. The wireless control urltt according to claim 2©-, wherein the peripheral 



device comprises a vibrating member responsive to the controller information. 



25. The wireless control unitNaccording to claim 20, wherein the at least one 
15 object comprises a weapon and the we\p^) continuously fires when the auto activate 
start information is transmitted from the controller. 
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26. The wireless control unit according to claim 20, wherein the_conino44er 
includes a sleep function that operates suchJhaiJw^terrThe at least one operational 
switch is inactive for a pr-edelermined period of time power to internal circuitry in the 
controller Js-^uTned off. 



5'OA)i^ v > 27. A wireless control unit comprising: 

a plurality of controllers each having at least one user operable switch, 
wireless transmitter circuitry for transmitting game information, including auto activate 
start information, and wireless receiverscircuitry for receiving controller information; 
and 

uB10 at least one console interface having wVeless receiver circuitry for receiving 

the game information, including the auto activate^start information, from the controller 
and for modifying the game information so that an aotivate signal is continuously sent 
from the console interface to the console and at least one object in a game being 
ffi played with the video game system is continuously activate^, and wireless transmitter 

£fy 15 circuitry for transmitting controller information to at least one o\the plurality of 
controllers. 
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Qui) X^) C (> 28. The wireless control unrhaccording to claim 27, wherein the at least one 
console interface further comprises a connection port for receiving a memory 
cartridge for storing game information. 
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29. "f\e wireless control unit according to claim 27, wherein at least one of 
the plurality of controllers further comprises a connection port for receiving a 
peripheral device. 

30. The wirelessxcontrol unit according to claim 29, wherein the peripheral 
5 device comprises a memory Vartridge for^toring game information. 



31. 



The wireless control unit acc 




claim 29, wherein the peripheral 



device comprises a vibrating member responsive to the controller information. 



32. The control unit according to claim 27, wherein the at least one console 
interface comprises a plurality of console interfaces and wherein each console 
10 interface corresponds to one of the plurality of controllers, and includes wireless 

receiver circuitry for receiving the game information frorn the corresponding controller, 
wireless transmitter circuitry for transmitting controller information to the 
corresponding controller, and a connection port for a memory cartridge which stores 
game information. 
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33. The wireless control unit according to claim 27, wherejri^ach-eorrtroller^ ^ 
includes a sleep function that operates su^hJflat^ReTTthe at least one operational 
switch is inactive for a^predetermined period of time, power to internal circuitry in the 
controller is turned off. 
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34. The wireless control unit according to claim 27, wherein the at least one 
object comprises a weapon and the weapon continuously fires when the auto activate 
start information is transmitted from at least one of the plurality of controllers. 



35. A video gan\e system comprising: 
a game console; 

a controller having at le^ast one user operable switch and wireless transmitter 
circuitry for transmitting game information, including auto activate start information; 
and 



a console interface connectable^to tr ejgame console and having wireless 
receiver circuitry for receiving the gameViformation, including the auto activate start 
information, from the controller and for modifying the game information so that an 
activate signal is continuously sent from the console interface to the console and at 
least one object in a game being played with the video game system is continuously 
activated. 



36. The video game system acc^ding^^ the controller' 

includes a sleep function that operates'such that when the at least one operational 
switchnsjnactjye'-for a predetermined period of time power to internal circuitry in the 
..controller is turned off. 
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37. Trie video game system according to claim 35, wherein the controller 
includes a plurality of user operable switches and a sleep function that operates such 
that when the plurality of operable switches are inactive for a predetermined period of 
time power to internaKcircuitry in the controller is turned off. 



38. The video ga^rie system according to claim 30 further comprising: 
a plurality of controllers each having at least one user operable switch and 

wireless transmitter circuitry forytransmitting game information, wherein the wireless 
receiver circuitry in the console interface receives the game information from each of 
the plurality of controllers. 

39. The video game system atecordinj^toj claim 38, wherein each of the 
plurality of controllers transmits the game\information at different predefined 
frequencies, and the wireless receiver circu*ijry receives and processes each different 
frequency. 



40. The video game system according to claim 35 further comprising a 
video output device connectable to the game console. 



41. The wireless control unit according to clafrn 35, wherein the at least one 
object comprises a weapon and the weapon continuously fires when the auto activate 
start information is transmitted from the controller. 
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42. A video game system comprising: 
a game console; 

a controller having at least one user operable switch and wireless transmitter 
circuitry for transmittingNgame information, including auto activate start information; 
and 

a console interface co^nectable to the game console and having wireless 
receiver circuitry for receiving the game information, including the auto activate start 
information, from the controller and for modifying the game information so that an 
activate signal is continuously sent tfom the console interface to the console and at 
least one object in a game being placed with tb^video game system is continuously 
activated, and a connection port for receiving a memory cartridge that stores game 
information. 
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43. The video game system accordmg to claim 42, wherein the controller 
includes a plurality of user operable switches and a sleep function that operates such 
that when the plurality of operable switches are inactive for a predetermined period of 
time power to internal circuitry in the controller is turned off. 



44. The video game system according to claim 42 further comprising: 
a plurality of controllers each having at least oneViser operable switch and 
wireless transmitter circuitry for transmitting game information, wherein the wireless 
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receiverWcuitry in the console interface receives the game information from each of 
the plurality o( controllers. 

45. The video game system according to claim 44, wherein each of the 
plurality of controllers transmits the game information at different predefined 
frequencies, and the wireless receiver circuitry receives and processes each different 
frequency. 



46. The video game system accordinato claim 42 further comprising a 
video output device connectable to the game console. 

47. The wireless control unit according toyclaim 42, wherein the at least one 
object comprises a weapon and the weaponVontinuously fires when the auto activate 
start information is transmitted from the controller. 



48. A video game system comprising: 
a game console; 

at least one controller having at least one user oberable switch, wireless 
transmitter circuitry for transmitting game information, including auto activate start 
information, and wireless receiver circuitry for receiving controller information; and 

a console interface having wireless receiver circuitry fo\ receiving the game 
information, including the auto activate start information, from the controller and for 
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modifying\the game information so that an activate signal is continuously sent from 
the console interface to the console and at least one object in a game being played 
with the videogame system is continuously activated, and wireless transmitter 
circuitry for transmitting controller information to the controller. 

49. The video, game system according to claim 48, wherein the console 
interface further comprise^ a connection port for receiving a memory cartridge that 
stores game information. 



50. The video game system acccrdipg to claim 48 further comprising: 
a plurality of controllers each\having at le^st one user operable switch, 
wireless transmitter circuitry for transn\ittingtaarr/e information, including auto activate 
start information, and wireless receiver cifcijitry for receiving controller information; 
and 

a plurality of console interfaces and wherein one console interface corresponds 
to one of the plurality of controllers, and wherem each console interface includes 
wireless receiver circuitry for receiving the game reformation, including the auto 
activate start information, from the corresponding controller and for selectively 
modifying the game information so that when the autcXactivate start information is 
received an activate signal is continuously sent from theVconsole interface to the 
console and at least one object in a game being played with the video game system 
controlled by the corresponding controller is continuously activated, and wireless 
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transmitter circuitry for transmitting controller information to the corresponding 
controller. 

51 . The vidteo game system according to claim 50, wherein each of the 
plurality of console interfaces further comprises a connection port for receiving a 
memory cartridge that stores game information. 

52. The video gameysystem according to claim 48 further comprising a 

53. The wireless control unit according to claim 48, wherein the at least one 
object comprises a weapon and the weapon continuously fires when the auto activate 
start information is transmitted from the at least one controller. 



54. The wireless control unit according to claim 48, wherein the at least one 
controller includes a sleep function that operates such that when the at least one user 
operable switch is inactive for a predetermined (period of time, power to internal 
circuitry in the controller is turned off. 



(few £ ? > 



- 32 - 



